



The player using Jack 1 controls 
game selection and starts the 

Press • to choose a one-player, 
two-player, or demo game. 

You can start playing at a 
higher game level if you wish. 
Press # to cycle through the 
twelve difficulty levels. Night 1 is 
easiest and Night 23 hardest. 
Frees START to begin playing. 
Press PAUSE to stop and 
restart the action. 

Press PAUSE, then IffiSET dur- 
ing game play to return to the 
game options display. 

Press PAUSE, then START to 
restart the game at the current 
game options. 

Use your Joystick to move Billy 
on the screen. Billy moves up, 
down, right, and left In the same 
direction you move the Joystick. 
To automatically pick up a 

Insert the GREMLINS cartridge Mogwal, move Billy O' 




BEHraS THE 
SCENES 


Into your ATARI 6200 Super- 
System as explained In your 
owner’s guide and turn on the 
console. 


pet until he makes contact with 
It. To put the Mogwal in its pen, 
stand next to the pen. Press 
either bottom fire button to 


Plug a controller Into Jack 1 for swing Billy’s sword. Press either 


le-player game, and another top fire button to activate a flash 


Into Jack 2 for a two-player game. cube. 


i 




Band Peltzer discovers the Mogwai in a Hong 
Kong trinket shop. Rand is enchanted by the fluf- 
fy little creature and Insists on buying it. “With 
Mogwal comes much responsibility,” warns the 
wise old owner of the shop. Three absolute rules 
for the care and feeding of Mogwal are: 

1. Keep them away from water. Don’t ever get 
them wet. Water makes them multiply. 

2. Keep them out of light. They hate bright light. 

It will kill them. A 

3. But the most important thing, the thing you ^ 
must never forget. Is that no matter how much 
they cry, no matter how much they beg, never, 
never feed them after midnight. If you do, th^’U 
hatch into Gremlins! 

Rand presents the Mogwal to his son Billy for 
Christmas. Billy names his adorable pet 
“Gizmo” — In honor of his dad’s business, which 
is Inventing gadgets and gizmos. When Billy's 
friend accidentally spills water on Gizmo, five 
Mogwal spring out of the original one! 

Billy cages the Mogwal in his living room, but 
they break out for a midnight snack. As the 
game opens things look really grim — or Is that 
grem? ^ 
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It through on 
a harder 
o make It 


Oh nol It’s after midnight. The 
Mogwal and OremUne are run- 
ning wild In Billy's living room. 
Help Billy return the Mogwal to 
their cage and destroy all Qrem- 
Una by slashing them with his 
sword before sunrise at six a.m. 

You have between thirty 
seconds and six minutes to oom- 
plete your task. A cloak located 
at bottom screen center counts 
from starting time up to six a.m. 
The easier nights are shorter. 
When you make It 
night, you g< 
night. Two ways U 
through a night: 

1. Return all Mogwal U 
pens and eliminate 
all Qremllns. 

8. Survive until six a.m. 

You start out with three lives. 
Each time a Oremlln touches 
you, you lose a life. Remaining 
lives are displayed next to your 
score at the lop of Che screen. 
You win a bonus life every 
10,000 points. The maximum 
lives displayed at once are six; 
extra lives won after that are 
held In reserve, 


o their 


Mogwal Pea 

Located at upper screen right, 
the Mogwal pen la the best place 
to put the mleohlevous little 
Mogwal. You can only carry one 
Mogwal at a time In addlQon to 
Olzmo, the original Mogwal that 
Billy carries In a backpack 
throughout the game. When 
you’re carrying a Mogwal, a 
Mogwal head appears at top 
center of the screen. Stand beside 
the pen to put the Mogwal into It. 
Oremllne let Mogwal out of the 
pen, so keep them away from Itl 

Swing your sword as soon a^^ 
you're within range of a Qremlln. 
The sword swinge In the direc- 
tion you're moving. While It allm- 
inates Oremllne on contact, it 
swings too high to hurt Mogwal. 


naita Cubes 

Mogwal and Qremllns are 
very sensitive to light. You can 
stun them for a second by acti- 
vating a flash cube. You start 
out with three flash cubes and 
win a new one with each new 
life. Flash cube indicators ap- 
pear as "-f's at lower screen 
left for Player One and at 
lower screen right for Player 
Two. ^ 
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♦ 

Televlilon 

Located at upper eoreen left, 
the TV turns on when Billy. 
Mo^al or Qremllne touch It. 
(But they can't turn It off.) 
When It'e on all the Oremllne 
and Mogwal within range 
Btand still and watch It. 

Peltier Popoorn Popper 

Invented hy Billy’s dad, the 
Feltzer Popoorn Popper stands 
at lower room right. It sUU 
has a few kinks In it. Chough. 
For one thing. It spews pop- 
oorn all over the placel For 
another. It's so easy to turn 
the thing on that all the 
Mogwal and Oremllns need do 
Is walk up to the machine and 
it starts popping. The Mogwal 
eat the popcorn for their mid- 
night snack and promptly 
turn into pupas. which shortly 
hatch into Oremllns. You can 
make the pupas disappear hy 
touching them— but It's nsky 
since they hatch so quickly. 
Pick up popped corn, end turn 
off the popper by walking up 
to It. ^ 

■afrlgerator 

The refrigerator stands at 
the far left side of the room. 
Oremllns get Into the 'fridge as 
often as possible’. 

♦ 




♦ 


They fling food out for the 
Mogwal to eat, which, ae you 
already know, reeulte In dleae- 
terl Pick up food by walking 
over it. 

Another Peltzer inventlon-ln- 
progreea is the automatic Ice 
cube maker in the freezer sec- 
tion of the ’fridge. About the 
only thing the loe cube maker 
does automatically is spit loe 
cubes at random onto the liv- 
ing room floor. The loe cubes 
melt within a few seconds, 
forming a puddle that the 
Oremllns and Mogwal love to 
play in. And remember, when 
the creaturee touch water. 


they multlplyl 



You'll encounter three dif- 
ferent types of night. There's 
the mixed night that includes 
Mogwal, Gremlins, popoorn, 
and water. Thsre’s the Orsm- 
lln-only night that features 
lots of water but no Mogwal or 
food. And there's the Mogwal- 
only night in which there are 
lota of barriers , food and no 
water, and a short time to get 
the Mogwal Into the pen. 
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